This article describes different gambling patterns found among students at a business school and at a faculty of social sciences in Copenhagen, Denmark. On the one hand, it was found that students who play games of skill (such as poker or betting on football or horses, etc.) tended to be male, studying business, investing in stock options and voting on the right of the political spectrum. On the other hand, students who played games of chance (lotto, bingo, etc.) were more likely to be female, studying social sciences, preferring savings rather than risky investments and voting on the left of the political spectrum. We suggest that the competitive aspect of games of skill is attractive to those who believe in rewarding individual risk in a competitive market, while the more egalitarian and impersonal nature of games of chances is preferred by people who place a stronger emphasis on social equity.
Introduction
As theatre, art, literature, dance, or even rituals, gambling can be understood as a cultural performance in which the participants 'live through', 'think about' or 'play with' aspects that affect their lives (Geertz, 1993; Malaby, 2003; Manning, 1981) . Cultural performances help individuals and communities to shape their understanding -or misunderstanding -of aspects of reality, including individual and shared fantasies. In the case of gambling, participants relate especially to economy and risk. Economy plays an important part in gambling because money is both the means and the end of the games. Players dream of winning money before, after and during games. During games, players 'play' with money, splitting it into different categories and pools, 'investing it' in the games. Risk is a salient feature of gambling, because participants relate to risk during the games when they choose more or less secure or risky stakes, and because of the fact, known by gamblers, that gambling can escalate to become compulsive gambling. Risk is experienced differently in different games (Jansbøl, 2005) . In games of skill such as poker, backgammon, and betting on sport results, players do have some possibilities of actively searching for and utilizing knowledge about the games. In games of chance like bingo, lotteries and roulette, such knowledge is of no practical use for the players. Thus, by participating in gambling, participants gain some kind of knowledge about economy and risk. As shown in a study about pyramid games in Romania in the beginning of the 1990s (Verdery, 1995) and in a study of the transformation of European culture in the 1850s (Kavanagh, 1993) , games can in some cases be instrumental in contributing to rather profound transformations of the cultural understanding of money and risk (see Jansbøl, 2005; Malaby, 2003; McMillen, 1996; Reith, 2002) .
Players also choose to gamble and participate in specific kinds of gambling games because of their understanding of economy and risk (e.g. Bourdieu, 1996 Bourdieu, , 1997 Giddens, 1995; Kiata, 2002; Reith, 2002) . People who believe that they are able to make good decisions during games because of their inborn or learned skills, are more likely to participate in games where such skills or knowledge presumably make a difference (Binde, 2005; Browne, 1989; Geertz, 1993; Hayano, 1982; Herman, 1967 Herman, , 1976 Zola, 1967) . In contrast, those who do not believe in their own abilities to invest profitably tend to prefer games of pure chance (Cassidy, 2002; Dixey, 1996; Mann, 2003) .
It is therefore important to distinguish between games of skill and games of chance; a distinction more of degree than of kind. All gambling games, including games of skill, are characterised by a high degree of chance. In betting, for example, odds are fixed so that more likely results pay out less money than less likely results, and this has the effect of continually maintaining bets in a state dominated by chance. Yet, much research has shown that many players of games of chance actually believe that they utilise skills while playing (Comaroff & Comaroff, 1999; Fantino, Navarro & O'Daly, 2005; Jansbøl, 2005, p. 142; Reith, 2002) .
Distinguishing between games of skill and games of chance despite their blurred boundaries is meaningful for at least three reasons. First, the distinction has been used to good effect in many theoretical and empirical works on games (see Bateson, 2000; Binde, 2005; Caillois, 1962; Goffman, 1967; Huizinga, 1963; Roberts & Sutton-Smith, 1966) . Second, the distinction is used by legislators as well as players -particularly players of games of skill (Hayano, 1982, p. 52ff; Reith, 2002, p. 93; Jansbøl, 2005, p. 142ff) . Third, we believe that these different forms of gambling involve different attitudes towards risk, investment and social relations.
In games of chance like lotto, bingo and roulette, a randomising apparatus creates the results of the games that are solely generated by chance. As the previous results of these games are irrelevant for future outcomes, players cannot use any of the kinds of skills that are accepted as part of normal scientific understanding. Games of chance are democratic in the sense that they level out differences between the players. They abolish skills and inherited or acquired differences, as well as those based on merit, patience, hard work or education. The risk can be precisely calculated and is the same for every player. Thus, the "undeserving millionaire is just as likely to win the lottery as the deserving poor" (Reith, 2002, p. 94) .
In games of skill like poker or betting on sports or horses, results depend to some degree on the skill of the gamblers and these can improve in the course of time. In the case of betting on sports or horses, results also depend on the skills of the football players or horses on whom one bets. Gamblers playing games of skill can use their knowledge of previous results and of statistics to improve their playing strategy. Psychological knowledge (about the behaviour of opponents) is also of importance for poker players. In games of skill, gamblers play against one another -instead of playing against impersonal or random chance. The game can thus be described as a competition in which players are not equal and in which the most skilful win.
The hypothesis developed in the present article is that different types of gambling correlate with different economic behaviours and socio-economic values. First, when it comes to economic behaviour, financial investments are often presented as a form of gambling, since each investment presents a risk of losing as well as a chance of winning (Coventry, 2002; Jansbøl & Steffen, 2004; Kahneman, 2002) . The reverse is also true, since some players see gambling as a form of investment (Hayano, 1982; Jansbøl & Steffen, 2004; Reith, 2003) . As games of chances and games of skill present different forms of risks and returns, we hypothesise that they correlate to different forms of investments, such as speculation on the stock exchange or saving. Games of chance, in which the chance of winning is the same for all and can be precisely calculated, are likely to correlate with savings, that give a fixed return every year -the same for all. Games of skill, that provide different returns according to the skill of the players, are likely to be more attractive for those who invest in stock options where returns vary according to the 'skills' dictating the investment.
Second, we believe that gamblers prefer one or other type of game according to the values that they hold about social relations and private enterprise. On the one hand, people who place stronger emphasis on solidarity and social equity are likely to prefer games of chance that give an impersonal and equal opportunity to all players. On the other hand, people who are proponents of social inequality deriving from individual reward for risk taken in a competitive market can be expected to prefer games of skill, since these are likewise competitive and link reward to personal skills.
To test this hypothesis, we investigated whether different types of games correlated with other social aspects displaying the same type of values. First, we tested whether two types of games correlated with choice of area of study, and then compared students of a business school (likely to believe in free market, private enterprise, and social differentiation based on skills and risk taken) and students of a faculty of social science (expected to put a stronger emphasis on social equity). Second, we compared people having stock options (linking private benefit to the choice of options and to the risk taken) with those who had no stock options and preferred savings (which provide a predictable return that is the same for everyone). Third, we compared people voting to the left side of the political spectrum, known for defending social and redistributive justice, with people voting on the opposite side of the political spectrum, who are stronger proponents of free enterprise and unequal distribution of wealth according to the risk taken in investment and business.
Finally, we will analyse the relation between the type of gambling and gender. Gambling used to be understood as an inherently male activity. The first researchers working on the subject assumed that women generally did not gamble and did not become addicted to gambling. The few women who did gamble or did get addicted, did so for different reasons than men (see Zola, 1967; Herman, 1976) . Herman, for instance, argued that people act in accordance to the position they hold and the function they fulfil in society. Men gambled because they were independent and active agents, struggling to improve their position, while women remained passively at home or engaged occasionally in gambling only as an escape from boredom (Herman, 1967, p. 104) . As men were assumed to be more active, it was believed that they used gambling to enhance their experience of having and using skills, and taking risks and being entrepreneurial, while it was assumed that women, seen as being more passive, refrained from gambling or used gambling as a way of relaxing or escaping the dullness of everyday life (Kiata, 2002, pp. 183ff) . Research into contemporary gambling practices in New Zealand (Abbott, 2002; Howland, 2002; Kiata, 2002) and the USA (Aasved, 2003; Clothfelter & Cook, 1989) does not confirm such a strong and simple correlation between gender and gambling. Generally speaking, as many women as men gamble. Although women tend to gamble less frequently than men, some forms of high-frequency gambling (such as fruit machines) attract as many women as men (Aasved, 2003, p. 18) . In this paper, without necessarily reproducing the cliché that men are more willing to take risks than women, we will argue that gambling is also be performed as a (gendered) social activity and that a certain male chauvinism is attached to playing poker or betting on football results, which might deter women from engaging in this type of gambling.
Method

Participants
There were two groups of participants in our survey. We started by choosing 1180 students by convenience sampling. Of these, 586 (49.7%) were from Copenhagen Business School (CBS) while 594 (51.3%) came from the Campus of the Social Science faculty of Copenhagen University (CSS), and 543 (46%) were male while 637 (54%) were female (N ¼ 1180). These students were approached while they were eating at the University restaurant or walking in communal halls and corridors. There was a majority of female respondents in both universities, as women represented 51.9% of respondents at CBS (n ¼ 586) and 56.1% at CSS (n ¼ 594).
These respondents were asked whether they had played games for money in the last month and those who answered positively (257 out of 1180 students, or 21.8% of the first group of participants) were then asked to answer a more elaborate set of questions. They thereby constituted the second group of participants in our survey. Out of these 257 gambling respondents, 132 (or 51.4%) were studying at CBS while 125 (48.6%) studied at CSS. This time, there were 192 male respondents and 65 female respondents accounting, respectively, for 74.7% and 25.3% of all our gambling respondents (n ¼ 257). Male respondents were a majority in both educating institutions, representing 81.8% of our gambling respondents at CBS (n ¼ 132) and 67.2% at CSS (n ¼ 125).
Measures
While the first group of respondents (N ¼ 1180) was only asked about gender, study and whether they had gambled in the past month, the second group of participants (n ¼ 257) were asked to answer a larger questionnaire. They were first asked what type of game they played. Out of our 257 gambling respondents, 165 students (64.2%) answered that they played games of skill such as lotto, bingo and the like, while 60 of them (23.3%) had played games of chance such as poker or betting on football results and 32 respondents (12.5%) had played both. In the present paper, respondents playing both types of games are often excluded from the analysis in order to compare respondents exclusively playing games of skill with those exclusively playing games of chance. Both types of players will only play a role in the analysis of the political orientation of gamblers and in the regression analysis.
The age and gender of respondents was recorded. Respondents were also asked which political party they would vote for if elections were held on that day, whether they had shares in stock options (yes/no), and the main purpose of their gambling (winning large amounts of money, being involved in a social activity, or the excitement and fun of playing). Finally, informants provided demographic data regarding place of residence, educational background of parents, frequency of gambling activities and amount gambled, as well as opinions about different types of gambling; however, such questions gave poor results and therefore were not analysed in the present paper.
Procedure
The questionnaire was devised and data collected by a group of 10 students of anthropology, under the supervision of the authors, as part of a course on quantitative methods. The students administered questions and recorded answers in order to gain some understanding of the quality of their questionnaire and to minimise the risk of questions being left unanswered or completed incorrectly. This allowed us to reach a response rate of 100%, except for the question about which political party the respondent would vote for if elections were organised (12.4% of informants did not know, did not want to answer, or were not Danish citizens and did not have the right to vote).
Statistical analysis
The data were encoded and analysed using SPSS 13. We used a t-test to show the significant difference between the mean age of the different types of gamblers and the Kruskal -Wallis test to show the correlation between gambling and political orientation, the different political parties constituting an ordinal variable ranking from the left to the right side of the political spectrum (see Figure 1 ). Apart from age and political leanings, all other variables analysed were nominal (including the merging of political parties into two categories -government and opposition parties). Pearson's x 2 tests were used to analyse the relation between nominal variables. Finally, a binary logistic regression was made with the type of gambling as the dependent variable and gender, educating institution, investment in stock options and voting patterns as independent variables. Statistical significance was set at the conventional p , 0.05.
Results
Educating institution
The proportion of gamblers found in both institutions was the same: 22.2% in the Copenhagen Business School (n ¼ 586); and 21.4% on the campus of the Faculty of Social Science (n ¼ 594). These numbers are much lower than expected when considering that 91% of the Danish population aged between 18 and 74 played for money at least once in their life and that 53% declared having played lotto within the preceding month in a survey conducted in 2005 (Bonke & Borregaard, 2006, p. 27 ). This could suggest that University students play much less than the rest of the Danish population, or it could point to a methodological bias arising from the way our question was put to students in public spaces.
Although students of both institutions played in comparable numbers, there is a substantive difference in the way they played. Among the respondents who played for money (n ¼ 257), 81.1% of gamblers at CBS (n ¼ 132) played games of skill and 10.6% played games of chance (8.3% play both types of games). At CSS, (n ¼ 125), 46.4% of gamblers played games of skill and 36.8%, games of chance (16.8% played both types of games). There is a significant difference between the two educating institutions, x 2 (2, n ¼ 257) ¼ 3.46; p , 0.001. When looking at those gamblers who played games of skill only (n ¼ 165), 64.8% studied at CBS while only 35.2% studied at CSS. When looking at those who played games of chance only (n ¼ 60), there were three times more CSS than CBS respondents: 76.7% compared to 23.3%. The correlation between the educating institution and the type of game played exclusively is significant, x 2 (1, n ¼ 225) ¼ 3.05; p , 0.001. These percentages remained almost the same both for men and for women. There were also significantly more players of games of skill at CBS than at CSS, regardless of the type of economic investment made. Finally, there were more skill game players at CBS than at CSS regardless of the voting behaviour, although the difference was not significant.
Risk and return
Different types of gamblers claim to play for different reasons. Among the 257 gambling students who participated in our survey, 56.4% declared that they played primarily in the hope of winning large amounts of money, which is also the reason given by 55.3% of Danish gamblers (see the study of Bonke & Borregaard, 2006, p. 33) , but the numbers differ according to the type of game played: 86.7% of those playing exclusively games of chance (n ¼ 60) gambled primarily in the hope of winning money, while the corresponding percentage among those playing games of skill only (n ¼ 165) was 41.8%. For players of games of skill, other reasons, such as the fun of playing in a group or the thrill and excitement of the game are the primary drive for 58.2% of respondents, while it is only the case for 13.3% of players of games of chance. The correlation between the primary motivation and the type of game played is significant, x 2 (1, n ¼ 225) ¼ 3.56; p , 0.001.
Only a small minority of gambling respondents viewed gambling as a form of investment (6.1% of students playing games of chance (n ¼ 60) and 11.9% of those playing games of skill (n ¼ 165); a non-significant difference), which is not surprising given the low likelihood of winning and the high risk that makes returns difficult to predict. It is much easier to see investments as a form of gambling the returns from which depend on the level of risk taken. From that point of view, buying stock options is more risky than saving money in a bank account. Although we did not record and control for actual level of involvement in investments, the simple choice of buying shares or not indicates in itself a specific economic behaviour as suggested by the fact that this correlates strongly with the type of game played: 40% of respondents who only played games of skill (n ¼ 165) invested in stock options, while only 16.7% of students playing only games of chance (n ¼ 60) did so, the difference being significant, x 2 (1, n ¼ 225) ¼ 1.07; p , 0.001.
This trend remained across gender, educating institutions and voting patterns (those who exclusively played games of skill always invested more in stock options than those who exclusively played games of chance, both among men and women, among students of CBS and CSS, and among voters supporting opposition or government parties), but the differences were rarely significant. It seems that gender differences and the educating institutions can better account for the type of investment made than the type of game played. There were always about two to three times more men than women who invested in stock options, regardless of their educating institution, the type of game played, or their voting pattern. Moreover, there were always two to three times more students of CBS than of CSS who invested in stock options, regardless of gender, the type of game played or the voting pattern.
Political orientation
Our study showed that there was a correlation between playing games of skill which reward players according to skills (and the risks taken), and voting for parties promoting private enterprise and private economic gains. The Danish parliament is elected through a proportional representation system and political parties can be ranked from the far left to the far right. Enhedslisten (EL in our graph, a union of small communist and socialist parties) is followed by the Socialistisk Folkeparti (the socialist people's party, or SF in our graph). The respondents voting for these parties were merged to obtain a larger sample size of respondents. The social democrats (SD) are closer to the centre, followed by the radicals (Radikale Venstre, or RV in our graph). The present government is a coalition of right-wing parties. Venstre (V) started as a party whose electoral base was mainly found among the peasantry, while the conservatives (C) historically represent the interests of the bourgeoisie. These two parties get the support of the Danish People's party, a populist party that received 13.9% of the Danish votes in the parliamentary elections of 2007. This party is considered by many to be racist and its bad reputation within academic circles may explain why only one of our respondents declared intending to vote for this party (the respondent was left out of the analysis). As we can see in Figure 1 , the more people voted on the right side of the political spectrum, the more they played games of skill, the correlation being significant (Kruskal-Wallis: x 2 (2, n ¼ 225) ¼ 16.90; p , 0.001). After merging opposition parties into one group and government parties into another, and leaving those who play both types of games out of the analysis, one still obtains a strong correlation between games of skill and right-wing voters and between games of chance and left-wing voters. Among the 198 students having declared their voting intentions and playing exclusively one type of game, 65.6% of left-wing gamblers (n ¼ 125) played games of chance as against 34.4% who played games of skill, while 89% of right-wing respondents (n ¼ 73) played games of skill compared to 11% who played games of chance, a significant difference, x 2 (1, n ¼ 198) ¼ 1.32; p , 0.001. We found always more players of games of skill among those who voted for government parties than among those who voted for opposition parties, regardless of gender, educating institution and type of investment, but the differences were seldom significant.
Political orientation seemed to depend more on the choice of the institution, and did not correlate with gender. Among the 225 respondents who indicated their voting intentions, 82.3% of those who voted for government parties (n ¼ 79) studied at CBS while 65.1% of those who voted for opposition parties (n ¼ 146) studied at CSS this difference being significant, x 2 (1, n ¼ 225) ¼ 4.60; p , 0.001. Thus, the primary supporters of government parties came from CBS while most of those who supported opposition parties studied at CSS. This was true and remained significant regardless of gender, type of investment made or type of game played.
Gender
In our survey, 11% of all female respondents (n ¼ 637) and 34.4% of all male respondents originally approached (n ¼ 543) had gambled recently. The proportion of male gamblers was three times higher than that of female male gamblers, a significant difference, x 2 (1, n ¼ 1180) ¼ 9.46; p , 0.001. Men constituted the majority of gamblers in both educating institutions but in CBS (n ¼ 132), 80.8% of gamblers were male and 19.2% female while CSS (n ¼ 125) hosted 67.2% of male gamblers and 32.8% of female gamblers, a significant difference, x 2 (1, n ¼ 257) ¼ 7.26; p , 0.01. There is a strong difference in the kinds of games normally chosen by men and women. Generally speaking, more men than women play games of skill and more women than men play games of chance (see Gupta & Derevensky, 1996; 1998; Winters, Stinchfield & Fulkerson, 1996) . This also holds for Denmark (Bonke & Borregaard, 2006, p. 39) and was confirmed by our research. Among our 257 gambling respondents, men played mainly games of skill while women preferred games of chance. Thus, 76.6% of male gamblers (n ¼ 192) played games of skill (8.9% played games of chance and 14.6% played both) while 66.2% of female gamblers (n ¼ 65) played games of chance (27.7% played games of skill and 6.2% play both), a significant difference, x 2 (2, n ¼ 257) ¼ 8.91; p , 0.001. Among the respondents who played games of skill only (n ¼ 165), almost 9 out of 10 were males while among the respondents who played games of chance only (n ¼ 60), more than 7 out of 10 were females, the difference being significant, x 2 (1, n ¼ 225) ¼ 8.22; p , 0.001.
Yet, it is difficult to conclude from this that men and women have different economic values. Women and men study business or social sciences in comparable numbers: of the 586 respondents studying at CBS, 51.9% were female, and of the 594 respondents studying at CSS, 56.1% were female; the difference was not significant, but 38.5% of our male gambling respondents (n ¼ 192) bought stock options while only 16.9% female respondents (n ¼ 65) did so, the difference being significant, x 2 (1, n ¼ 257) ¼ 1.02; p , 0.001. Most importantly, when looking at respondents who played one type of game only, there were always more men than women who played games of skill and more women than men who played games of chance regardless of the educating institution, type of investment made or voting patterns; these differences were always strongly significant.
Regression analysis
We devised a binary logistic regression analysis of gambling as the dependent variable and gender, educating institution, type of investments made and political orientation (as well as various interactions between them) as independent variables. All variables were transformed into binary dummy variables. In the case of gambling behaviour, two dummy variables were produced. The first consisted of all students playing games of skill (containing those playing games of skill only, plus those playing both games of skill and games of chance); the second dummy variable consisted of all students playing games of chance (containing those playing games of chance only, plus those playing both games of chance and games of skill). We used a binary logistic regression with a backward LR entry method. The model was controlled by looking at the Hosmer -Lemeshow goodness-of-fit and the Cook value to control for the possibility of high sensitivity on a few extreme observations, and by comparing the numbers predicted by the model with the actual numbers among respondents (the overall success rate between the two was 86.4% for the male students at CBS playing games of skill and 75.5% for female students at CSS playing games of chance).
The regression analysis produced a model in which the gambling behaviour was explained by gender and educating institution, and in which investments and politics were rejected due to co-linearity. This confirmed our earlier interpretation where we concluded that the correlation between gambling, on the one hand, and politics or investments, on the other, could be seen as by-products of the correlation of gambling with gender and educating institutions. The model predicted that 96.6% of male students studying at CBS should play games of skill (while only 20.2% of female students at CSS were expected to do so), and that 84.1% of female students studying at CSS should play games of chance (while only 11.5% of male students at CBS should do so). The odds of playing games of skill were 5.3 times higher for male than for female respondents and 21 times higher for those studying at CBS than at CSS. When it came to playing games of chance, the odds were 8.3 times higher for women than for men, and 4.8 times higher when studying at CSS than studying at CBS.
Discussion
As the results have shown, our hypothesis that the different type of gambling correlates with the value that people attach to risk and money, as well as to social relations and private enterprise, was verified. First, students in a business school are more likely to play games of skill while those who study social sciences tend to prefer games of chance. The choice of education determines what a person will do for the rest of his/her life and might therefore be expected to reflect someone's personal values and interest. A person who chooses to study business is more likely to value private enterprise and the individual maximization of profit, while someone studying social science (which, in the present case, excludes economics) is more likely to value altruism and to accept restrictions on freedom for the benefit of society. These different options correlate with games that display different types of values. On the one hand, games of skill are competitive games in so far as an individual player competes against the other players -although this is most marked in poker and less so in betting -and in so far as many of the participants in such games believe that the skilled players win much more than unskilled players do. It is therefore not surprising that games of skill correlate positively with business studies. On the other hand, games of chance are more impersonal. The chances of winning (or losing) are equally distributed among players and depend solely on the number of gambles made. This type of game appears therefore more attractive to those who chose a field of study that emphasises social equity.
Second, different types of gambling correlate with different economic behaviour. Players of games of skill are more likely to take higher economic risks and be rewarded accordingly, while players of games of chances rather keep their savings on a bank account and gain from a fixed interest rate, similar for all players. In both games of skill and in investments in stock options, players are in competition against one another and the most skilful wins. On the contrary, both games of chance and savings are impersonal and provide return fixed according to a given interest rate or likelihood of winning that can be known beforehand and that are the same for all players. Economic investments can be seen as a form of gambling giving return according to the risk taken, and one can distinguish between people who rely on their personal skills and knowledge to make economic or gambling bets, and those who prefer engaging in economic or gambling games in which the risk is the same for all, making thereby all players equal.
Third, the value that people attach to risk and money is generally reflected in their political orientation. People voting on the left of the political spectrum tend to emphasise collective security while those voting on the right tend to prefer individual rewards for the private economic risks taken. Generally speaking, the parties situated at the far left of the general political spectrum are the strongest defenders of social solidarity and the more a party is situated on the right side of the political spectrum, the more it supports an economic policy based on tax reduction, a diminished role for the state, less welfare, more privatizations and more free enterprise. As we saw in Figure 1 , the more people voted on the right side of the political spectrum, the more they played games of skill.
Finally, our study confirmed the well-known fact that different types of gambling correlate with gender, but whereas this difference is generally explained in terms of a supposed passivity of women or aversion to risk, the fact that gender was one of the only two independent variables that remained in the model produced by regression analysis leads us to believe that the correlation between gender and different types of gambling should be explained by something else than different attitudes vis-à-vis risk and business. One possible explanation could be that games of skill often take place in spaces that are highly gendered. Being predominantly played by men, practiced as a form of male bonding, and stereotypically perceived as a male activity, poker might not be as inviting or even accessible to women as it is to men. Likewise, horse racing tracks as well as football pitches are predominantly male spaces and betting on horses or football results is primarily a male activity (see Reith, 2002, p. 112 ). This stereotype is also reinforced in commercials of the Danish Pooling Service (Tipstjenesten). In one popular series of TV commercials for betting on football results, a group of men watches football on television and comments on the match, while a woman irons clothes in a neighbouring room and misunderstands the men's conversation. The catch line is, "There is so much that women do not understand", implying with chauvinist humour that only men have the skills to bet on football results.
We can conclude that our hypothesis is partly confirmed: games of skill and games of chance are based on very different characteristics and associated with different sets of values and forms of investments. Games of skill rely on differences and competition between players while games of chance presuppose equality between players. It is therefore not surprising that the type of games played correlates strongly with the type of education chosen, political orientation or the type of investments made, as these can all be distinguished along the same dichotomy between social equality and private maximization of profit. Peoples understanding of economy and risk are thus shaped by both their choices of education, investment, savings and similar explicitly economic behaviour, and by noneconomic cultural performances and social values (Browne, 1989; Binde, 2005; Cassidy, 2002; Dixey, 1996; Geertz, 1993; Hayano, 1982; Herman, 1967 Herman, , 1976 Mann, 2003; Zola, 1967) . Peoples' choices of cultural performance thus seem to confirm and strengthen the beliefs and understanding that are part of their professional lives (e.g. Bourdieu, 1996 Bourdieu, , 1997 Giddens, 1995; Kiata, 2002; Reith, 2002) . Nikolaj Darre and Tabita Klenz. We would like to thank them for giving us permission to publish their results.
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